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BACKGAMMON 
©PSION 


LOAD TIME: 6 Min., 30 Sec. 
SIDE A: BACKGAMMON 


Load and run by typing LOAD ’-BACKGAMMON” 


Backgammon is a 3000 year oid game of chance and 
skill for two people — or in this case between a 
computer and a person, The game is played on a special 
backgammon board with pieces (also called ‘‘men’’ or 
““stones’’), rather like draught pieces, and a pair of dice. 
A comparatively modern addition to the game is the 
doubling cube which gives the game an extra dimension 
and enhances the opportunity of using skill rather than 
just luck to defeat one’s opponent. 


THE BACKGAMMON BOARD 


The board consists of 24 points which are divided into 
four ‘‘tables’’ each consisting of 6 points. The points are 
usually represented by alternative light and dark 
triangles and are represented by the 24 letters from A to 
X in the program, As the board is displayed, the black 
side is at the top and the white side is at the bottom, 
The TS1000 plays from the top side and owns the black 
men (white ‘‘O" on black square) and you play on the 
bottom side using the white men (black ‘‘O’’ on white 
square), The thick vertical black area which divides the 
board is called the bar. The two tables to the right of the 
bar are the inner tables and the two tables on the left are 
the outer tables. 


THE RULES OF BACKGAMMON 


The Play 

Your men play with the alphabet (from right to left at 
the top and from left to right at the bottom) and the 
TS1000 black men move in the opposite direction. 

The Objective 

Your objective is to move all your men into your inner 
table (points S to X) and then to bear them off the table 
before the TS1000 does the same thing with his men and 
his inner table (points A to F). 

The Move 

You and the TS1000 take turns to roll the dice and move 
one or more men the precise number of spaces 

indicated by the dice. Each die must be played 
individually and each move must be legal. If a double is 
thrown then the value of the throw is doubled and four 
separate and individual moves must be made, If you can 
play only one die or only the other then you must play 
the higher throw, and you must play both throws 

if possible, 

Blocking : | 
If a player has two or more men on a point then that | 
point is blocked to his opponent. His opponent may not 
land on that point, even temporarily. 

Hitting 

If a player has only one man on a point (a blot) then his 
opponent can land on that point and send the man to 
the bar — this is called a hit. 

The Bar : 

lf a player has one or more men on the bar then he must 
move them off the bar before he makes any other play. 
If you are on the bar then you will come in (unless you 
are blocked) as if you had men on a point immediately 
to the right of point A, Similarly the TS1000 will come 
off the bar as if he had men on a point immediately 

to the right of point X. A player who cannot get off the 
bar may lose a part or all of his turn. 


Bearing Off 

When a player has all his men in his inner table then he 
can start bearing off. If a throw bears off exactly, i.e. 
the man would land exactly one point past the last point 
then that man can be borne off, A man can also be 
borne off with a throw that is too high provided that 
that man is the furthest man out. 

The Doubling Cube 

At the beginning of the game, the doubling cube is at 
the centre of the bar and shows either 64 (which really 
indicates 1) or 2, While the doubling cube is so placed, 
either player has the right to offer his opponent a 
double. A player who wishes to offer a double (because 
he believes that he is likely to win the game) must make 
the offer at the start of his own turn, before rolling his 
dice. If his opponent declines this offer then he loses the 
game and the offerer wins the number of points 
displayed on the doubling cube before the offer was 
made, If the offer is accepted then the doubling cube is 
turned to the next highest number and placed nearest to 
the player who accepted the double, That player then 
has charge of the cube and only he can suhsequently 
offer another double (which he might want to do if the 
game were to turn in his favour) in which case the 
doubling cube and the right to offer a double would 
change hands, 

Scoring 

The first player to bear off all his pieces wins at least the 
number of points displayed on the doubling cube. If the 
loser has not borne off any men but does not have a 
man on the bar or on his opponent's home table then 
the win is a gammon and the winner collects double the 
number of points shown on the doubling cube. If the 
loser still has a man on the bar or on his opponent's inner 
table then the win is a backgammon and the winner 
collects three times the number of points shown on the 
doubling cube, 


PLAYING THE TS1000 

If you are not familiar with the rules of Backgammon, 
you can learn as you play since the program will not let 
you make an illegal move and it will also tell you why a 
move is illegal. 

After loading the program, you will be asked a couple 
of questions. First you will be asked for the level of TS1000 
play: press 1 to 4. Second you will be asked to press F 
or S for fast or slow. If you press F for fast then, during 
the game, the screen will go blank while the TS1000 is 
considering which move to make. If you select S for 
slow then the screen will not go blank — but it will take 
the TS1000 about four times longer to choose its move. 

Having set the level of play and selected fast or slow, 
the score will be displayed along with the current level 
of TS1000 play and the speed (fast or slow). You will be 
given an opportunity to go back to the first page (press 
Y for yes) or play a game (press N for no). 

Once you have pressed N, the Backgammon table 
will be displayed and the dice in the bottom two corners 
will be rolling to decide who will play first. The doubling 
cube in the middle of the bar is set at 64 which really 
indicates 1 (this may seem strange but traditionally 
there is no 1 on a doubling cube and 64 is used to 
indicate both 1 and 64). If the rolling dice settle in a 
double then the stake (as indicated by the doubling 
cube) will be doubled to 2 and the dice will be rolled 
repeatedly until a non-double is thrown. Your die is on 
the right: whoever has the highest throw plays first with 
that same throw, 

When it is your move and the die have settled, the 
Program will prompt you with the message: 

YOUR MOVE WITH THEn 

where n is the number on one of the die. You reply by 
entering a single letter which falls into 3 categories: 

1 — Enter A to X to move a man from that point. 

2 — Enter Y to move a man off the bar. 

3 — Enter Z to play the other die first. 


5 


The TS1000 will ask you to confirm the move by 
pressing ‘‘Newline.”’ 

Provided that your move is legal, according to the 
rules of Backgammon, the appropriate man will be 
moved to its new point. If your move ts illegal, a 
message informing you why the move is illegal will be 
flashed up and you will be asked for your move again, If 
you cannot move, the program will tell you so and 
then pass to the TS1000’'s turn. 

When the TS1000 has completed its turn, you will 
be invited to: 

PRESS A KEY 

Do not press BREAK! Pressing BREAK at almost any 

time during the game will stop the program and you will 
not be able to recover. Press any other key besides D to 
roll the dice for your turn, Press D if you want to offer a 
double. If the TS1000 accepts the offer, the number on the 
doubling cube will double and the cube will move over 

to the TS1000's side, Pressing D has no special effect if the 
TS1000 has charge of the doubling cube. 

If the TS1000 does have charge of the doubling cube, 
then it may offer you a double before it rolls the dice 
with the prompt: 

DOUBLE? ENTER A ORR TO ACCEPT OR REJECT 

If you enter A to accept, then the number on the 
doubling cube will double and the cube will move over 
to your side. If you enter R to reject then the game will 
terminate with the TS1000 winning the current stake as 
displayed on the doubling cube. 


Backgammon is a game of both skill and luck. It is not 
unusual for the less skillful player to win the odd game 

by having more luck. If you want to compare your play 
with that of the TS1000 you should play a series of games 
for points. You would normally play a reasonable 
number of games if you play ‘‘first to ten," i.e. the 
winners is the first to accumulate ten points. 


DICE 


LOAD TIME: 1 Min. 


Load and run by typing LOAD ‘‘DICE”’. 

Use this program in place of dice to play any dice 
game. Press any key except BREAK to roll the dice, 

The rolling of the dice is guaranteed to be 
completely random, It uses the random number 
generator which is continuously called while you are 
thinking of your move and frozen by the random 
time at which your move is entered, 


LOADING A PROGRAM 
a. The procedure for loading a program ts described 
in the TS1000 User Manual. 


LOADING INSTRUCTIONS: 

1. First listen to the tape so you will be familiar 
with its distinct sections. The tape has a period of 
silence at the beginning followed by a high pitched 
screechy noise. This is the computer program. The 
program is recorded twice on the cassette in case one 
does not load. 

2. Set the volume control on the cassette deck to 
about % of the maximum. If you have tone controls, 
set the bass to minimum and treble to maximum, 

3. Rewind the tape to the beginning. Connect the 
ear jack, but not the mic jack, to the computer and 
the cassette deck, Make sure the plugs are clean and 
securely in place. 

4. To instruct the computer to accept the program 
you must press the LOAD command and type the name 
of the program in quotation marks, See the instructions 
or cassette for the correct loading name, 

5. Start the cassette deck, allow a few seconds for it 
to get up to speed, then press ENTER during the silence 
before the program begins. 

6. The television screen should display black and 
white flickering horizontal lines while the program is 
loading, (See illustration.) A 2K program usually loads 
in less than one minute while a 16K program can take 
ten minutes or longer. 

When the program is loaded the screen should 
stabilize and display 0/0. Stop the recorder. You have 
succeeded and should refer to the operating instructions. 


SOME SUGGESTIONS 

1. The volume at which the program is loaded is very 
important, Usually 3/4 maximum volume works best 
but recorders vary and may require experimentation 
with the volume setting. If you have a technical 
background you can check the output level of your 
recorder’s EAR/SPKR jack, It must be at least 4 volts 
peak-to-peak although 5 to 6 volts peak-to-peak 
is best. 


2. Clean and demagnetize the heads of the tape 
recorder, Your ears may not pick up the signal 
fluctuations due to magnetic flux on the tape heads 
but the computer has a much more sensitive ‘‘ear,”’ 

3. The computer is very susceptible to outside 
interference, Working on a metal table or near electrical 
appliances should be avoided, 

4. If you are loading 2K programs you should 
disconnect your 16K RAM, 

5. Occasionally, once a program has loaded, the video 
display will show instability. This can be corrected by 
adjusting the vertical hold on the television 
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